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SYSTEM REQUIREMENTS 
Commodot e 64 Computer 
Joysticks) 1 to 2 
1541 Disk Drive 

Player Options: 

t Or 2 Players can play using I or 2 Joysticks 


Loading 

ff*/r 

TOLOAD r type: LOAD ,8J 
The disk will now autoload and run 


Function Keys: 

Start: To start the game press Key FI 

Option: To select I he number of players and py sticks 

Press Key F3, 

1 Player. \ Joystick 

2 Players. 1 Joystick. 

2 Players. 2 Joysticks. 

Joy Stick Trigger: You will Start at CAVE A — Difficulty 
Level 1 if you just press the Joystick trigger without 
making** 'iijloulion 

Win ■ r i Hock ford is destroyed. press trigger to 
con limit; 

PAIJM Wf n ■ > i you witih lo pa u se g a imeptay Jus I p ress 
Win m <i h niirH "ii your keyboard, At the top o! the 
ta rutin will .ti.iprornpls lo remind you that the 
i'' i mij .'if iv*^; the spacebar again to 

rrihlimin 

Ebca|i» «.... ,i .. h AVI . I ml not the game;— 
Print. MirNr.p rr M*y 


Oimi Oil Jut llvn 

Thnritiftn I n . li t. . 11 . 1.(1 h r4M 11 liirpiighuill 

'imth ( AVI MMlM illflJ I •»>i PiimiMy Jliwnlli HI r»•. - hull it 

timrt tv 1 'I., i. iim imik iilmf fimntoil r>| 

JOWlllH .IN 1 ' In. I tl'k fn II'. 11 ■ y f m 111 i l |»! 

r^rctkp# him lift Hi Ittvi'tai m I «iMh I yi u HJM I.. M<* in..J IovmI 
E; Mingy und ptanniiiq will Imlp ynu mi.i ilin Him 
"physic ' "I 1 Iruilrtnf 1 p[i-ilr MmfMh f|M|i 
pmdlul-.Uy <?Mi ji jqh tint yi.ni tmd 11""' l«l.ml w 1 '>"Him,m 

lo block growing A.. ...toiif |'"M. iui 

OutmortOQliVId lUcriLlfi'J, hi id mvimi min "Unit 

numerous ol mu lit dm* 


Chances: 

Each player starts with 3 chances. Bonus tries are 
awarded after every 500 pomss. The tunnels created 
by Rockford will "shimmer'' when you are awarded a 
bonus try. A bonus is also earned by completing a 
Playable Intermission. 


Caves and Levels: 

Tnere are 16 CAVES, each composed Of several 
scrolling screens, numbered A to R Each CAVE Has 5 
Difficulty Levels. Toseleclodifferen! CAVE, move the 
joystick amn iefl or right when you are in the menu 
screen. To select a different Difficulty Level t go Jo the 
menu screen and move the joystick arm up or down 
The greater the difficulty I he less time you nave and 
I he mo r e Jewe Is you have l o col I ec t You may choc : e 
CAVE A. E, I, or M, on Dilliculty Levels i 3 On Jpifli- 
culty Levels 4 and 5, you must start with CAVE A. 
After making a selection, press the joystick trigger lo 
begin the game 

Caves: 

* A* Intro* Pick up Jewels andexil before time is up 
a* Rooms* Pick up Jewess, but you must move 

boulders to get ail Jewels, 

C. Mazo. Pick up Jewels You must gel every 
Jewel to exii. 

D. Butt a HI Ion. Drop boulders on Butterflies to 
create Jewels, 

* E. Guards. The Jewels are there for the grabbing, 

but they am guarded by the deadly Fireflies, 

F. Firefly Den o. Each Fi ret ly seguardiog a Jewel. 
Q* Amoeba* Surround the Amoeba with boulders, 
so it cant grow anymore Pick up Jewels that 
are created when it suffocates 
H* Enchanted Wall* Activate the Enchanied 
Wait and create as many Jewels as you can. 

*1. Dreed. You have lo gef a tot ol Jewels here, 
lucky there are so many, 

J. Tracks. Get the Jewels, avoid the Fireflies. 

It. Crowd* Ybu must move a lot of houldirn 
around In some light spaces. 

L* Walls* You must blast through wnliti to r i rt \ ut 
some of me Jewels. DmprihouJdi" ruin I iimiy 
nl I he right time and place to da Ihin 
*M* Apocalypv** Rrtny Ifm IlirtNirrif.« , nl 

Ainouf.in Inuotiror and with h Him tawrtta My 
N, Tlo^ng. Magn.ally IreniJoiin lln> IIuHmi lllntt 
Into JowmI'p iiiJl dmi I wmilo iriy 1 iriufdiu and 
Wnt» h * nil for lilt' iirnMk"i 

0> Fimnsl , Ih it an I u» I■ ■ II if . 

iHilfutn tho ruck fur inn I 
F Vftsftsnlsif not** IFu. tnfu.i ... 

f'B'lll H MM I I’I bilhloif WmO I till /I ill II h I >( fl , 

l.UiM v k 'Hi way Irirmlu 
I* Anton Ufoli) 


Scoring: 

The current point value is shown on the lop left of The 
play screen, to the right of the picture of a Jewel The 
number of points per Jewel changes The point value 
is determined by the CAVE. Difficulty Level, and bonus 
status. The bonus value occurs after the required 
number of Jewels have been collected. Every 500 
pomfs the tunnels sparkle for a moment and you get 
another Rockford. 

you also score 1 bonus point for each second of lime 
remaining when you exit the CAVE. 


playabltt Intermissions: 

There are A short interactive puzzles which you are 
envied to play after completing CAVES D. H. L. and P 
There is no penalty for not playing or losing The i'nten 
missions. If you comptole :i Playable miermission 
successfully, you rmioivn n bonus Rockford. 


Gam# Elomonts: 

ROCKFORD. Tliir; III lie inflow is the “Star of the 
gamn. Rockford fin. I he power to dig through ihe 
earth in id oollerJ Jewels. H ho digs under a boulder 
and lit k 11 .i( , 1 1 j| j„ f 11 will not be struck and the boulder 
will driit i down Into the tunnel. He can push single 
bCHifdnu, in M /oni.illy, j there is nothing toblcck their 
pnlh Rnr Moitl i .m ?.tijind directly under a boulder 
wilEinut Ur'iiiij cto'.liod, buf if a boulder or Jewel tails 
on him yini will hnvfl tosiarf again. 

BoirldAi■. Him nn k ; will foil whenever gravity 
(liiri.iFu' 1 1 1 ijy will fnllni might down if unsupported, or 
thry will OH underlying objecL' if there is 

rintliiMu h»i ih I* k Thrir wny. Expehmeniatkon isthebesl 
w.ty ti it run tin 'physics’ of Boulde* Dash 
Jmivmo. r ii mir i collect the required number of 
i jFmj wnn hj duincfidn in order to exit one CAVE and 
i'K"W" n I-, (fn 111 ■ * t fhere are many ways to create 
Ji vvi: l ih • '..wnpiii' (Fansforming Butterflies 
,irM< ■ iMr j Aniimbna* or dropping boulders through 

.... m> • i W:iFl will create additional jewels. 

Whnii Him |irripm number Ol Jewels have been 

i i.Hr, im,i,i 1 1 ,,-.hwiJiloi you know that the escape door 

i * ■" 11 find open, 

f iF«m».ii Hid deadly Fireflies glide about in the 
him," i ilutN behaviour is predictable, they move 

d. j itm i-iI-im:. of all the exposed areas. This is a 

null... they will explode on contact with 

ii . hurl turn the tables by dropping boulders On 

.., whi. ti [.mists them to blow up This comes in 

J i. indy wJ him you wanl todemoksh a wall m order to get 

m iflui JnWiFl't 

flutlnrfllaa. The colourful Butterflies behave much 
llkn t irtilluis However, they fly in the opposite 

















direction of the Fireflies and they turn into Jewels 
when they explode. 

Amoeba. The Amoeba Is a green blob that bobbles 
and grows through earth and air. Rockford can touch 
it without harm. Fireflies and Butterflies wilt expiode 
on contact with the Amoeba. When Rockford 
surrounds the Amoeba with rocks. It runs out ot 




growing space, suffocates and lums into Jewels 
However, if rhe Amoeba grows too large (about 200 
squares big) it will die and turn into boulders 

Enchanted Wafl. The Enchanted Wan looks like any 
other wall, however when hit by a failing boulder it 
begins to vibraie for a limited time. During this period, 
any bou fde rs that d rop t h rough it are mag seal ly! u rned 








































Stnia Soil Lid, 

fkinmiiMt & fmhhulnuyCmiRr* 
Hnniiimitt Qiivi*, Moymmu** 

* Imltf irdt,| nr ii Ml *t S[)y 
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to Jewels, hut only it thntr *,v amply space below the 
wait It will also lute Jowolr* into boulders it they drop 
through n Qfico Itw wnchonirnwot phase is complete, 
it cannol be rifimiiyjviixl in Hu- crime round 
Titanium Will. Thu tMtftrlor well Is an indestructible 
boundary lo piny noiton Rockford can only sxsi 10 the 
next CAVE Uuougli Itm escape door. 

Eicipi Poor Multolly the Escape Door looks like a 
portion of I ho hi n mum Wall, After Rockford has 
collected ita required amount ol Jewels, it is 
Activated .mil Dugins lo flash. At this point the 
mysimfum usenpa door is revealed and you may exit, 
fjfuvklinij Inrun itiii^in'E run out. 

T line. I uch CAVE Is limed When time is running out a 
warning >unmd will occur 


86 LEVELS 
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Strategy fT I ps; 

Rock lord, Rockford can affect an object that is next 
to him wilhoul moving into it Keep the joy slick button 
depressed and move the joystick in the direction of 
1 ho udject or ea rt h you wish to a fleet Rockford will not 
move*, out the object will react, 
boulders, You will Often find yourself digging or 
moving downwards only to lind that a boulder has 
boon toppled by your movement and is about to land 
I in you The only way to avoid losing your man in these 
ml nations is lo move quickly to the right or left, out of 
the boulder's way Rockford runs as fast as a boulder 
fulls, so it wul never catch up to you. unless you 
hesitate or stop 

I xll. When Rockford has collected inn required 
Amount of Jnwi-i' h m the CAVE he is In, the Exit is 
f i >vmi lu< I At ttiLrihmeyi i u rl vould d ecide whet h er to g o 
Un t iomm Jewels hit,« lughut value) or to exit tor the 
lime t.H;Mnir- r»*« mI-. cl Hu 'inch second remaining). 
Muku .urn you mhiw 11 n * lot iiUrni ol ine escape door 
nildyou i tin yet lo II Dolor a tune tun* out 


ProducedOy, end UN ■ * 5TATI it 1 
11V i'iM-1 ....try 1 ffM Mm voflwmtr Inc. 

anil 

ftin |.iro|iripiy uM i/( hull Fly lid Von .«■ n inilltMto use 
IhnpriHJru'iLlnAOi ufdmu » with iflnllng Kopy right taws 
which ntrlc tly i if i ihkbfl non «u(hOR/od < - spying 
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